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SPECIAL WARNING 


DUPLICATE STUDENT DATA DISKETTE BEFORE USING THIS FROGRAM! 


The THREE R MATH SYSTEM’s Student Data diskette is unnotched to protect the software 
against accidental erasure. However, this protection also prevents a program from 
storing information on the diskette. The program you've purchased involves storing 
information. Therefore, before you can use the program, you must duplicate the Student 


Data diskette onto a notched disktte that doesn’t have a write-protect tab covering the 
notch. 


To duplicate the diskette, call the Disk Operating System (DOS) menu and select option J, 
Duplicate Disk. You can use this option with a single disk drive by manually swapping 
source (the APX diskette) and destination (a notched diskette) until the duplication 
process is complete. You can also use this option with multiple disk drive systems by 
inserting source and destination diskettes in two separate drives and letting the 
duplication process proceed automatically. (Note. This option copies sector by sector, | 
Therefore, when the duplication is complete, any files previously stored on the 
destination diskette will have been destroyed.) 
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INTRODUCTION 


OVERVIEW 


The THREE R MATH SYSTEM-A is a basic math Grill and practice 
program. It uses a unique password system that allows the 
teacher/parent not only to select a specific type and level of 
problem to be worked, but also to set the amount of time the 
problem is on the screen, the number of Problems desired, and 
the total time allowed to work the Problems assigned. Once 
the password is selected, the student only has to do two 


steps: type his name and type the password! The THREE R MATH 
SYSTEM-A takes over from there. : 


This program is designed for students from kindergarten 
through the eighth orade level. Tt can also be used to 
improve efficiency in using hand held calculators. Because of 
the flexibility of the program, it can be used. for an entire 
school system, in an individual classraom, or in the home. 


There are 101 specific difficulty levels Of addition, 
subtraction, multiplication, and division from which ta 
choose. These range from adding two One-digit numbers to 
multiplying a three digit mumber by a four digit number. The 
levels are sequentially designed so that the student can wor k 
on preblems that are at his proper ability level. 


In addition to being summarized on the screen at the end of a 
problem set, the student’s results can be saved = and printed 


out later. Recause all problems worked = are given on the 
Printout with their correct answers, the student’*s answers, 
and the time spent on each problem, areas that cause 


difficulty can easily be pinpointed and then discussed with 
the student. Ten extra practice problems are also included on 
each printout. These can be used in the discussion with the 
student, as additional practice, or just for fun. 


If this is used in a school setting, there is a program that 
allows the teacher"s names to be added to the student’ s 
Printouts and to the summary sheets. 


When this program is used with a class, a Summary of each 


Sstudent’s results is available. An autoprint program gives a 
summary of all students* work and an individual printout for 
each student. Suggestions are included in the documentation 


for setting up a record keeping program so that only a minimal 
amount of time has to be spent on boakkeeping. 


REQUIRED ACCESSORIES 


40K RAM 
ATARI $10 Disk Drive 
ATARI BASIC Language Cartridge 


OPTIONAL ACCESSORIES 
ATARI printer or equivalent printer 
CONTACTING THE AUTHOR 


Users wishing to contact the author about the THREE R MATH SYSTEM-A may phone or write to 
him at: 

2823 Alta St. 

P.O. Box 391 

Los Olivos, CA 93441 


(Ph. 805-688-8270) 


PROGRAM OUTLINE 


The THREE FR MATH SYSTEM contains a TEACHER DISK and a STUDENT 
DATA DISSE. The main student program, the printout programs, 
and all related programs are on the TEACHER DISK. The STUDENT 
DATA DISK contains several data files necessary for running 
the student program and a large data file to store information 
from each student’s session of working on the program. 


The student program gives the student randomly generated basic 
math problems. The type and level of difficulty of these 
problems have been selected by the teacher from a catalog of 
101 different kinds of problems. The teacher is also able to 
specify the length of time the problems remain on the screen, 
the total time the student can be at the computer, and the 
number of problems the student should do. All of this is 
Given toa the student in the form of one Simple seven -character 
password. The student just has to type in his name and the 
password to start the student program. 


Following the prompts, the student program is loaded into the 
computer from the TEACHER DISK. You are told to insert the 
STUDENT DATA DISK before this program can be run. At this 
point the TEACHER DISK does not need to be used again to. run 
the student program. 


At the end of the student"*s session he may elect to save his 
problem information for ao printout at a later time. This 
takes about 19 to 15 seconds. After this is done the program 


recycles back to the beginning. It is then set for the next 
student to use. 


At the end of the period, day, week, or whenever it is 
convenient for the teacher, the teacher Program can be loaded 
from the TEACHER DISK. By selecting from a variety of options 
from the teacher program menu, you will be able to view the 
students’ data im a variety of forms. These range from a 
screen (TY) summary Of each, to a detailed printout of each 


student*’s work. All of these are explained in detail im the 
following documentation. | 


= TOF ! = FOF ! = TOrF ! 


The best part of any new computer program is to see it 
actually work rather than epending hours reading over its 
documentation. To demonstrate the ease with which the THREE Fi 
MATH SYSTEM can be used. run the program according to the 
following directions. While this will not Give you an idea of 
all the powers of the system, it will demonstrate the main 
features of the student program. The choice of problem type 
and difficulty will be discussed in the PASSWORD SECTION. The 
various types of printouts and student record data will be 
covered in the TEACHER SECTION. 


( ) 1. (Load the ATARI BASIC language cartridge 
inte the left slot of your computer. 


(>) 2. Turn on your disk drive. When the BUSY 
light goes out, open the disk drive 
door and insert the TEACHER DISK. 


CD ae Turn on your computer and TV set. &@ 
menu will automatically load. 


{ >) 4. Press i (Student Program).Insert the 
STUDENT DATA DISK when instructed. 
‘Press (CSTARTI. 


. 2 she Fress CSTART] when instructed by the 
next display. 


( >) & Type your name. Press CRETURNI].Type Y. 
( >) 7. Type E 4 & P F A &@ -Type YY, 


[This will set up a program to Give you 
= subtraction problems(a 2 digit number 
subtracted from a 3% digit number with 
no regrouping). They will remain on 
the screen for a maximum of 15 seconds. 
You will have a maximum of 5 minutes to 
complete all of them. This is but 1 of 
101 problem choices you have and only 1 
of over 100,000 program format choices 
you have. J] | 


( >) 8. When a problem appears,type your answer. 
If correct, press any key to continue. 
Be sure to miss at least one problem to 


see how the program’s error function 
operates. 


( >) &, When the last problem is completed, a 
"letter" and summary of the set will 
appear. After checking this summary « 
type N , press (CRETURN] ., and then 


type EE, This will take you ta the 
Origimal display. 


Now that you have an idea of what is invelved with the THREE F 
MATH SYSTEM, continue reading this documentation to find out 


how you can set this up in yeur school ar home. 
-—- 4 — 


FAaSSWorD CODE 


The strongest parts of the THREE R MATH SYSTEM-4A are the ease 
with which the students can use the Program and the ability § of 
a teacher/parent to assign specific types of problems which 


the student can work. There are 101 different types of 
addition, subtraction, multiplication, and division problems 
available. The speed, number of problems, and total time 


allowed can also be controlled. 


The following is a brief description of the different 
letters/numbers used in the password that must be typed into 
the computer to run the main student program. There are seven 
parts to each password. Each part tells the computer your 
specific requests for running a program. 


The student does not need to learn the function of -each part 
of the PASSWORD. He/she simply types it into the computer. 
The computer takes over from there. A detailed explanation is 
given in the CLASSROOM SUGGESTIONS section on how to set Lip a 
system in your classroom/home to eliminate much of the 
bookkeeping that is associated with a program such as this. 


FART DECRIPTION 


Loe ee The first two spaces require a letter and a number. 
These designate which one of the 101 programs you want 
to wark on. Details are given on ‘the following pages. 


ae The third letter sets the number of problems the 


student is to work. This can range from 5 to 70 or not 
be set at all. 


4, The fourth letter sets the amount of time the problems 
will be displayed on the screen (speed). This can be 
set from 1 second to 90 seconds or not be set at all. 


ms The fifth letter sets the maximum number of minutes the 
student is allowed to work on the program. This time 
starts after the student enters his name and password. 
When the time is up the computer will autamatically 
send the program to the final letter and summary even 
if the specified number of problems have not been 
worked. This time can range from 1 minute to 25 minutes 
or mot be set at all. 


ee ae a The sixth and seventh letters are to be used only if 
you will be using a printer. If the printer IS NOT to 
be used, type "A" for both of these spaces. The sixth 
letter sets the minimum percentage required to get a 


positive respanse on the printout. The seventh letter 
sets the teacher’s name ta be used an the printout. See 
the "Teacher’s Name Frogram" section for specific 


directians for setting these. 


THREE R MATH SYSTEM-A: STUDENT FASSWORD FORM 


CGC OOOO OOO Or 
OOOO OOOO OOOO IOI GOK IOI 


% KK KX KK x KX x x XX % KX * KX Kk x K KKK XK 
KKK EX KX XK KX X K KX KK XK Kx xX Kx X KK KX 
¥KKKK KK x KX * XX KK x KKK KX X KK KKK 
eK KX ¥ KX KKK KX x xX xXx KX % KK KX 


MKEKKK 1 KKKKK D2 OKKKKK BS OKKKKEK 4 KKKKK S KKKKK G KKKKK 7 KEKKKE 
COICO OOOO IO IOIOK KK 


PROGRAM FROGRAM PROBLEMS SPEED TIME GOAL TEACHER 
STARTs OR eo co PROBLEMS: ss SPEED: _— 
DN laa ak a ee te se el GRADE: 
NG a ae eg sh ee ee ROOM: 
COMMENTS: 


1S 
Program 
Letters 


THREE RK MATH SYSTEM-A 


cama 


— 


No. of 
Problems 


A-Not Set 
B= S 

C= 10 
D= 23 
E- 20 
ps 25 
G- 30 
H- 3S 
I- 40 
J- 45 
E=- SO 
Le So 
M—- 60 
N- 63 
O~- 70 
Pol 

(Not Set) 


“yh 
Speed Per 
Problem 
A-Not Set 
E- 1 Sec. 
CS ae 
D- 3 
E- 4 
ee 
G- 6 
H- 7 
I- 8 
J- 9 
K- 10 
ee er 
M= 12 
N- 13 
O- 14 
tame al 
Q- 16 
R- 17 
S- 18 
le a9 
U- 20 
V— 30 
W- 40 
X— SO 
¥~- 40 
ge OO 


To 
Ti 


A-~Not Set 


FASSWORD CODE KEY 


tal 
me 


1 Min. 


rJ 


is 


& 
Min. % 
Correct 


BR~- 10% 
C= 207 
D- 30% 
E- 40% 
F- SOx 


G- 60% 


Bm 1OO% 


as 


(Not Set) 


a 
Teacher’s 
Name 


ma Dp p xr TFT Ff co 


CODE FROBLEM SAMPLE 

A i Add two 1 digit numbers : 1 ra 
(Numbers from 1 ta 5S) ; + | +s 
' i 

A 2 » Add two 1 digit numbers ' 1 9 
H (Sums less than 10) i + j + © 

AS $ Add two 1 digit numbers 5 9 
1 (All sums greater than 10) |! + & + 9 

A 4 : Add two 1 digit numbers i = 8 
H (Any sum) i + OS + & 

A S t Add a 2 digit and 1 digit 11 98 
i number (NO regrouping) H =. 4 + Jj 

A & i Add a 2 digit and 1 digit 11 99 
number (All regrouping) } + 9° + § 

A 7 i Add a 2 digit and 1 digit H ag 67 
i number (Mixed) i - + § 


oa Db Dp IT TF F OO WN 


CODE PROBLEM SAMPLE 
BE 1 Add two 2 digit numbers 11 88 


(No regrouping) ' +11 +11 


BR 2 ' Add two 2 digit numbers ' 19 9 
(All regrouping) H +11 +99 
i 

BRS i Add two il or 2 digit 1s 99° 
» numbers (Mixed) + 3 +87 

ER 4 » Add two 2 digit numbers £ °8 
(Mixed) t PLS +84 

BRS » Add two 3 digit numbers 1ii 798 
H (No regrouping) : +111 +201 
; 

HR 6 i Add two 3 digit numbers iii 999 
(All regrouping) +109 +999 

RE 7 Add two 3 digit numbers a P99 
} (Mixed) H +] OS +888 


— oo cee een comme suman mame crane care arene eens crows serve eruee eruey soece coum aees come cence sews conan cme sues «aun soswo eval este cues come cum Gree eae stese Guta cumin cuem seus eros <et anne come comer swe conse cents wines avast eum sours mune ctmes cues enete acess mvuns-anees scsce erusr comes ecnre sume sues sees eee 


Aa Db YD It TFT rt ®& WS 


CODE FROBLEM SAMPLE 


i Add two 2 or 3 digit H 
} numbers (Mixed) : + il +888 


» Add three 1 digit numbers $! = 9 
H (Mixed) . 1 1 9 
: H 2 + 9 
CG | Add three 1,2,0r 3 digit : i= — 899 
; numbers (Mixed) } ms 487 
H H +211 +5786 
C 4 » Add three 1 or 2 digit H Fi °8 
numbers (Mixed) } 1S 84 
: + ij + OF 
CS ' Add three 2 or = digit ' 11 °8 
1 numbers (Mixed) 1 11 2O1 
H + ii +989 


= some Sere ee ee nce mse comme crass cease eumee conan scene omy comp crave case care seam come sows cong sueen cue qaeen come cae cone suo cure suey cuew cnaee one cutee ‘ten umn aust came ents couee subs mete cours ante coms coves cout encce iune cron wwee sure cues cises sium seven coven suet eumes eric sures eoums exes exam 


UG 


a a is os ee on Pe ow | 


CODE PROBLEM | SAMPLE 


en iy genre ct ocr von oer geet ntnonresn on erev amore Oy any acy cee are eres ey ein ee Steen see sen Smee cin ey se a el ea garg nae el es a aoe Sa oe 


» Subtract a l digit number } 
from al digit number ; = 


1 Subtract a 1 digit number H 11 9 
> froma 2 digit number H =< 4 = 6 
: (No regrouping) ; == ——— 

D3 s Subtract a il digit number ; 1S 98 
i from a 2 digit number i - § = Se 
i (Regrouping) i =r === 

D 4 » Subtract 7, 8, or 9 from 17 98 
; a 2 digit number H = 7 = 2 
' (Mixed) == => 

D = © Subtract a il digit number 11 °8 
} from a 2 digit number ' = 7 =< & 
H (Mixed) H = 


seen omen oman canes comer comme cones comme eee comme Smee cues Come cane auugy crews —eune concn <uNUG CUINS <EEWD cupeD GIDED ao~wt GOIDS SERGE CIS SUNN GULtY SOLMD SERED GRIDS COND Genes coImD SURiD Gne=D GODED SEINE CONES ctane Gatte GuRED Gane come cxmet cxeey enLn Gute GONED sueiy eaves cunts unemD enEmD eunec oun csene willl eunen eotuy arene eumey meee eeece 


S UU EF TF F&F A OS TF & a Pp 


CODE FRORLEM | SAMPLE 
E. 1 ' Subtract a 2 digit number 1i °9 
i from a 2 digit number H = TO ae 
} (No regrouping) 1 —— -_-—= 
Eo » Subtract a 2 digit number H a1 88 
H from a 2 digit number ' = 19 - 39 
H (Regrouping) } ao sae -—— 
ES i Subtract a 2 digit number : 15 < 
» from a 2 digit number ; =i ab 
H (Mixed) } -——— -——— 
E 4 } subtract a 2 digit number H 132 938 
from a 3 digit number H = Ad - 44 
(Na regrouping) —S= a as 
- 3 } subtract a 2 digit number H 121 998 
} from a 3 digit number 1 = 12 = TF 
; (Regrouping) === aes 
E 6 Subtract a 2 digit number ail 899° 
from a 3 digit number H = 19 > 69 
(Mixed) H a a 


cree memes mee Somme meee come ner score cones cums conse const canet sow enese weet conan comes coum eure cevee aumen Stem lane somes Crane etry GUNES GOES cumtD <oGEE coats GmEDG Grits SeWe GmntS unico WinES WoumS =IDUD Com seuss amine cutee imme GmEED —oowe amune cons cass saene eotee conte einece cones cores cous sume combs eaent cones ureen acces eeten eroce 


S U Ee TF F&F A CC FT £F§ Oo SN 


CODE FROBLEM 


SAMPLE 

Pt Subtract a 3 digit number H Lil 999 
from a 3 digit number t - 100 - 645 
; (No regrouping) ; sa as -——— 
a i] 

i] ’ 

F 2 © Subtract a 3 digit number ael °88 
' from a 3 digit number ; - 119 - 699 
i (Regrouping) ' “= — 
H i 

FS > Subtract a 3 digit number H els 882 
i from a 3 digit number ; = 12 - 659 
: (Mixed) } Sse = 

F 4 » Subtract a 3 digit number ; 1132 8938 
} from a 4 digit number - 109° = “967 
i (Regrauping) Bema ame a a 

FS i Subtract a 3 digit number ' 2121 7998 
: from a 4 digit number ; =: - §79 
: (Mixed) Bmp semen mm te a a ae 
: 

a) » Subtract a 4 digit number i cell E97 
» froma 4 digit number i =—1219 = 7S 
(Regrouping) Bm meme a a a a 

F 7 Subtract a 4 digit number 1123 9867 

from a 4 digit number —1010 -5989 


(Mixed) 


ML Tri caAarior 


CODE PROBLEM SAMPLE 


coewe coame Sure cores comme eocso eusat eoess —euee comme evece camen sount ewe eumto overs GGnne senee pamhs enews eutws Sean cunts eotee NOEL exons GEmLE soere SObeD SuatE eccte enSD atees satan Gabe cose eucee emo cesce areas o Cour LEENS OROCE MEDS CUDEY GEIED KOCH CREWS GEEES coves cote: Meee ences eoneD EniGE auneD eauES eemsD apere Ceres comm evan coe chews gnmee 


es en est eee tnh me tent se nt ne ne edema Set eee ee Smee er ing: ene: ae Si li een, ru fs i a oa We ks ee ni i i 


G 2 : o's multiplication table $$! 1 12 
' i x SS x 3 

G 3 : 4°s multiplication table $! 1 12 
; x 4 x 4 
$ 8 

G 4 H = S multiplication table | 1 12 
: H x & ea 

G 3 H 6*s multiplication table : 1 12 
: : ot Fen) x 5 

G6 : 7°sS multiplication table 1 12 
H x 7 x 7 


seme eee eee meee oer some, ome omer ormes eens nace seems news same cose overs weane wecee cameo asm ences cura coer coum come easse aun evews cou ure onan coat conse cunee comm snow steto ctewe anuee wuss comin sents eso wines seect ater neu seeus cates execs acca cect were anes coupe cosas euses cmap susat srean coree eoter mune scone 


MULTIPLICATION 


CODE FROBLEM SAMPLE 


SNE ARS SS a Tp Sen VCR te mr eS gare Pt i ee en a a A he aa en a SN re St es 


H 2 9*s multiplication table | 1 12 
xg x 9 

H H 19°s multiplication table $! 10 12 
H ' x ] x10 
: ! 

H 4 i li*s multiplication table |: 11 « 
H x i x11 

H & A2*s multiplication table 12 12 


MPILIL TEFL it cat ror 


CODE PROBLEM SAMPLE 
I oil = S, 3°S, or 4%5 1 12 
x 2 x | 


PR ne hang ene me sR TT ne ee an eres ane rn ee a ee ec rs Se Gene ti Sepia en Co ne i eine a i Sh i a 


; 4*°s, S*’s, or 6'*5g } 1 12 
: multiplication tables ; x 4 x & 
I 3 i 6*s, 7*sSs, or B's H 1 = 
i multiplication tables ' x 6 x 8 
I 4 H 7*s, 8's, or 9's ; 1 TZ 
} multiplication tables i 7 x ° 
I 5 1 7*s through 123*s5 } 1 12 
; multiplication tables ; x 7 x12 
I 6 } =-*S through 12"5 1 12 
multiplication tables ee x12 


mee ee me eee ener, me nee, moms comnn come conve comes coven cones cours coove canes uans umes cones canes cea avec cows some eases site meen cose ence aanen we ote ume swe svtes ane cece cots cvete wines comme sues whens cones sets casey coats scans arse este conse cones asses soc arees aeens enna atvee saute see ewes exee ecoss eames 


MUL TIFLICcCATIONn 


PROBLEM 


SAMPLE 


eae pry tanne heures fatcr St yy rae Ran pretense pec ne ape na POP StS a sees i cr mu en SS a a a a le es 


Multaply a 2 digit number 


by a 1 digit number 


(= 3 


Multiply a 2 digit number 


by a 1 digit number 


(4 - 9) 


Multiply a 2 digit number 
by a 1 digit number (Any) 


Multiply a 3 digit number 


by a 1 digit number 


(2-5 


Multiply a 
by a l digi 


rt 


number 


digit number 
(4 — 9) 


Multiply a 3 digit number 


by a 1 digit number 


(Any) 


eee ae ones ee eee me rane enaen curee samen urre cane eevee enate cates cee cuawe swe crmee coms aman ew cam tse cvtne seaee uum une new save sans stuts wtnin ute unre nee cave: cue crane ansae sate: snse= sess even coer care snest Sumse stems wvive evvse eames stvce coms anes sown sunt Sevan atten eon eum come sons eee 


i 


MIL TITPeLIi CcAT ror 


CODE FRORLEM SAMPLE 


ee eo ge na pogo or rg ent etegeet rer mee te Se snr rem ere ao oe aR onto coo ce cea ah a a A a ac aa Ta a ee 


Multiply a 2 digit number 


11 99 
i by a 2 digit number ‘x 10 x 19 
(10 - 19) SS> 


ee en ee eae nee ane Seen Str, eh etn ee ene Sete nce Shes ar eee sia ee aa oe Sears and eMac cea ‘ves ease ah al i Gone See ass Sucks aces haa a 


a i) Multiply a 2 digit number 


ii 99 
H by a 2 digit number } x iil x 99 
(Any) ---—— ———— 
KOS r+ Multiply a 3 digit number 121i 8°98 
© by a 2 digit number ; x 10 x GO 
(10,206 350% ees) ; i aa =e 

i ! 


. 
— sere came cuere senne ceeee crore mane conse conus conve const carne cueu eowre coare cums convo aunes sewer cmt equa cou soune quang eames cues snccy snewe comin erase event comm eons scene <utue cumey mew cates GG Gunes Gotet edune cones snéme cata cesee saute cance cumee ccest mimes senae semis ater> epee aoe seuss anene cenne wurst sneup supa, mesue ome: 


© Multiply a 3 digit number i 123 989 
by a 2 digit number x iil x 1S 
(1i - 19) === SS 
KS Multiply a 3 digit number H 101 88° : 
© by a 2 digit number ' x 10 x 99 
(Any) =a sm me 


me mere me nee coves oom conse cones enaen usee neece crore naw naar cows couse conn eeuan sassy cane cutie aomm ensue crate sans seine arue enter comes <oeew eneoe come <nuse snc Gabt euete mina secee acum cama Guano come cunee GODT aser cuter evens ceou covet anste canes sant ones aves estes cane conse nuns sues sumer eevee amet eowus exe ove 


MUL TIPL.LI CAT IOF 


CODE FRORBLEM SAMPLE 

L i ' Multiply a 3 digit number 1il 999 
: by a 3 digit number x Lol x 199 
: (1O1 —- 199) Bem mmm a a 

L 2 $$ Multiply a 3 digit number | 23 898 
© by a 3S digit number i x iii x 999 
H (Any) : _ SSS -——— 

LS $$ Multiply a 4 digit number !} 2121 9898 
© by a 2 digit number H x 11 x 19 
: (li - 19) Beem 

L 4 : Multiply a 4 digit number } 1123 8989 
i by a 2 digit number } A 1i x 9 
(ANY ) Bem me a a a 

Ls oe Multiply a 4 digit number 1010 7889 


CA a 


> by a 3S digit number i x 110 x 699 


Dm FEF ai — rc ©} FW 


CODE FROBLEM SAMPLE 
“ina: < se oa 
it nheunwee GC oar 
“item ¢ Ge sa 
aint, +f it oa 
ji h—a  « oF fa 
iho | Ge se 
“item ¢ Se sar 
7 ioo—<— 3 war oan 


-esee SORES ENDCe amDeD coene aDuED cumne Tome nee Somve nee anew creme cowve cone cours crave cums sean eoaue ema cores anit momen sone oume cums eves stnas wma etnte aeons cone ume anes etemy euner wees munee cunts eowen Gates neue mines mess GouGD snes SUSE coal sunt: eenae stnc> coute corey euney ences asec wasup eames eam somes coves evuse exter eames 


“oe comes cores cere renee ceren come emene comce sconce comme comm orum cases cinco camer cous emus cue emo coses cams sess cos <umns canes cutie ctmn evapo aoms <usen stans coees stu sure cue cence coun conth cosun Cours suune seus tsine ten sun conte coat asst ena sume anton anese aummD cance cease cow soso eure aun emus cocee exe am=- 


Dp FI wY IT S&S XT DO AY 


CODE PROBLEM SAMPLE 

FP 1 : 2-4 divided into 8-48 —_ > i ie 
(Pz f me divided into 1272001 4A ee 
(PS | 69 divided inte 12108 1 BE 9 SE 
(PA 1 ouzaivided into ieiae 1 9 TB aa a 
(PS 1 29 divided into e108 1 2 9 
(Pe f eizaivided into nase 1 6 Ea i 
(P7 f papaivided into aia: 2 a Aa 
(81 f Be divided inte 00-800 12/0 8 BS 
(82 me divided inte 100-800 1 4 GO 8 AE 
(8S | &9 atvided inte 00-800 1 6 iE 9 ABE 
(G4 1 giz divided into 100-500 1 9 AOR iz ar 
(85 | 29 divided into 00-00 1 2G 9 SE 
“h 1 bei ie wae 


Re en te ee nner eee See Sy ree See Sana Seems Se ene ee sn eae seve, eevee seme Seve: ete oy se‘, a Sy sii ant ei tne tenement enema Stary me se a Sang nds evs ‘shal och cba ech /axce ce 


Dp ft VF IF S&S F&F OO WW 


CODE PROBLEM | SAMPLE 
; ; j ; - divided into 190-999 : a eee SST 
ORB | tis divided inte Looe 1 1 AIG we 5 
“RS 1 20-40 divided into 100-999 1 20/787 40 SES 
DRA 1 2e divided inte 1000-999" 12 /I06H _—_ ——— 
“RS 1 i115 divided into 1000-9999 1 11 176" 1s 5558 
“Rb 1 20-50 divided ints 1900-9099 1 20/7505". go /5BES 
“teed miccine Ges cc Gee Cs ak ~ wee 


—see soe seems ee sme ene sae cameo come cena come eueee eumee ommy eure samme ume eanan cove conte comm cee moan couse Snes seme sy eevee seco cium cme conus cents cist sem sous cone sovus cance cre sande even AIUGD emnan seems cowee ances sears e<tic! coum” cunt avec eum summn euses eaves canto aman cover cummp exsen eceee, aanse 


WSINGS THE STUDENT FROoOGRAr1 


LOADING THE DISE: 


i Insert the ATARI BASIC cartridge into the left slot ef your 
computer. | 


Ze Turn on your disk drive. 


- When the BUSY light goes out, open the disk drive door and 
insert the THREE R MATH SYSTEM-A, TEACHER DISK. 


4, Turn on your TV set and computer. The menu will load in a 
few seconds. You have two options: 1) Student Program and 
<-) Teacher Program. Fress 1 (Student Program). 


wa It takes about 35 seconds to load the student program. The 
first display tells you to insert the STUDENT DATA DISK. 
Do this and press [CSTARTI. 


&. Figure one will now appear on the screen, This is the 
start display to which the program will return when the 
student is done. PFress [START]. 


FORO OOOO OK KK 


x x 
x PRES § x 
¥ K 
¥ CSTART I x 
¥ x 
x TO BEGIN x 
x 
TOOK OKO KKK 


C FIGURE 1 —- START DISPLAY 3 


aan Tard 
ae ton? 


SUNN TING THE MAIN STUDENT FRoGRArI 


After Figure 1 appears, follow the prompt and Press [CSTARTI. 
Figure 2 will be the next display. 


WHAT IS YOUR NAME? 


Type your name then press (CRETURN] 


[ Figure 2 - Name Display 3 


A maximum of 10 spaces can be used for your name. These car 
include letters, blank spaces, or a period. If any other keys 
are pressed they will be ignored until one of the allowable 
keys are pressed. As the keys are pressed they will appear on 
the screen. If the allowable number of characters 1s 
exceeded, the screen will automatically Clear, tell you ta use 
a shorter name, and tell you to press any key to start again. 


If you make an error while typing your name, press CRETURN]. 


When the next display appears, type N . This will return you 
to the above display. 


After you have entered your name and pressed CRETURN] Figure 3 
will appear on the screen. 


Is THIS CQRRECT ? 


Y / WN 


(Your Name) 


C FIGURE 3 - CHECK DISPLAY J 


If your name is not correct type N . The program will then 


qo back to Figure 2. If correct type Y . Figure 4 will then 
appear on your screen. 


(Your mame), WH A T I 
YQuUR FAS SWORD 


STEED GADED CINGD GENE CHEE CREED ThE SEEDS SURED COREE emtns GEEES MnEES CITED BOERS GDEDE CREED SEND eDSeD qEeGD eRETD comme GEENe Gem) cumes weDee cam 


Press [CRETURN] if you make a 
mistake. 


C Figure 4 - Password Display ] 


Your FASSWORD has already been obtained using the FASSWORD 
MANUAL. (See pages &-22 for a complete password description. ) 
If you make a mistake while typing the password, press 
CRETURNIJ. This will clear the password and allow you to begin 
again. When you enter the last (seventh) letter. the screen 
will automatically ga to a password check display. If the 
Password 15 correct type a Yi, If incorrect type aN. 
Figure 4 will then reappear. 


So far, a student using this program has had to do only two 
things: type his name and password. This is one of the 
reasons why this program is ideally suited for even young 
children. All decisions as ta which program to run have been 
made by his teacher or parent. 


After you have typed Y to indicate that the password is 
correct, the computer will take five to ten seconds to obtain 
the program requested. During this time a "GET READY. SET? 
HERE YOU GO." display will appear. 


thew tend 


The problem display (Fiqure &) will now appear. The number in 
the upper left corner tells the number of the problem you are 


currently working. The number in the upper right corner is 
the cauntdown timer. At any time you can end the program by 
pressing the " k " key. This will take you to the ending 


"letter" and final summary. 


PILLELPLELLTLLITAILEALAS APA AAT SA AAG A 
PLILEISLLIIILPSSASSATAASDA AAAS AAA 


#1 // // 15 
fi 2 & ff 
Stes + 1 2 Sttst 
ee ee SESH 
SEES ? ALAA 
Stttt SISSE 


PLPILELPIDILSATASSSIIAATAAA AAA AE AAAS A 
Pow EOS Ss x TO EN D 


[ Figure 5 - Froblem Display ] 


After you have calculated your solution, type in the answer. 
You do not need ta type (CRETURN] after it is entered. Once 
you have entered a number, you CAN NOT qo back to change it. 


IF YOUR FIRST ANSWER IS CORRECT. the screen will flash, sounds 
will "congratulate" you, and a randomly selected positive 
message will appear at the bottom of the screen. Press any 
key for your next problem. 


IF YOUR FIRST ANSWER IS INCORRECT, a new display will appear 


with the same problem. Your aincerrect answer will not be 
shown. Recalculate your answer (do not enter it yet), Press 
any key. The screen will return to Figure S (your original 


problem). Now you may enter your corrected answer. During the 
display after your incorrect answer, the countdown timer was 
not running. This should eliminate any pressure a student 
might feel to rush through the second time to get the answer. 


IF YOUR SECOND ANSWER IS CORRECT, the display will be the same 
as for a& correct first answer. 


IF YOUR SECOND ANSWER IS INCORRECT, the problem and the 
CORRECT answer will be shown on the Screen. Study this 
answer. For the next problem press any key. 7 


IF YOUR TIME IS UF,a new display with the same problem will 
appear an the screen. study the preblem and calculate the 
answer. When you press any key the screen will return to 
Figure S and your problem. Now enter your answer. 


IF YOUR TIME IS UF A SECOND TIME, the problem with the correct 
answer will be displayed on the screen. study the problem == and 
answer. For the next problem, press any key. 


STUDENT rROGRAPIT S Final DIsSsrrLiAy 


If you have campleted the specified number of problems or your 
total time is up, a "letter" from the computer will be shown 
on the screen. This will tell you how many problems you 
worked and also instruct you to press any key for your final 
Summary. 


Your final summary will give you the number of problems 
correct, wrong, etc. It will alse give you a score. This 
score is based on the percentage of problems correct, minus 
points for the percentage incorrect, and multiplied by a 
percentage time factor. 


At the bottom of the display will be: 


SAVE PRINTOUT ? Y / N 


If you type "Y¥Y",the computer will save all of your problem data 
an the STUDENT DATA DISK. It will then return to the original 
display (Fig. 1). This will take about 10 to 2O seconds 
depending upon the number of problems worked. 


Tf you answer with an" WN “, follow the additional prompts. 
Next you will have to type CRETURN]. At this point you may 
change your mind and type a " Y " to save the data. Tf you 
press CRETURN]J you are then instructed to copy your results 


and then type " E ", You will then be returned ta the 
Original display (Fig. 1). 


Refer to the TEACHER DISK section for a complete description 
af the information available on the various printouts. 


STUDENT FROGREAM—STUDEMNT DATA FILE 


Each time you save a student problem data set by typing " Y¥ " 
for the "SAVE FRINTOUT? Y/N" prompt, the data is saved in a 
special file on the STUDENT DATA DISK. There’s room to save 
from about 5O to 150 different sets of data depending upon the 
number of problems worked. If you should ever try to exceed 
the capacity of the disk, a prompt will instruct you to clear 
the student problem file on the disk before using the STUDENT 
DATA DISK again.The current data set will be saved and not 
lost. 


The student data on the disk is in the order in which it was 
entered. There is not a "sort" option available. 


WHENEVER THE PRINTOUT OR OTHER OPTIONS ARE RUN ON THE DATA, 
THE STUDENT DISK SHOULD BE CLEARED BY USING THE CLEAR THE FILE 
PROGRAM ON THE TEACHER DISK. © 


The data in the student data file can not be harmed other than 
by physical abuse to the disk. If the student does not have 
the TEACHER DISK, there is no way that he has access to the 
data file. 


SPUDENT FROGRArMr— GENERAL NOTES 


Once the student program from the TEACHER DISK is loaded, mast 
of the keys,other than those required, are disabled. The 
purpose of this is to try to eliminate the student 
accidentally typing a "wrong" KEY « 


The "Delete Backspace" key has been eliminated primarily 
because of the younger students using the program. It has 
been found that it is easier for them to "start over" rather 


than to try to "erase" part of a word to correct it. 


While it is generally not standard procedure to not let a 
student correct an answer once entered, in this program it is 
done far a specific reason. When a student is practicing his 
basic facts (6 x» S=]=, 7 +2= , etc.) part of the learning 
eccurs by associating the answer with the problem. If the 
student’s incorrect answers were allowed to remain on the 
screen and he learned to associate the incorrect answers with 
the problems, the program would be more harmful than 
beneficial ta him. 


The anly key that is "alive" throughout the entire program is 
the CSYSTEM RESET] key. By pressing this at any time during 
the program, the current program will be cleared and all the 
data will be lost for that student. The word "READY" will 
appear im the top left corner of the screen. If a student 
"accidentally" presses ([CSYSTEM RESET], type RUN and press 
CRETURNI. This will take you to the beginning of the Student 
Frogram. 


US INS THE TrEACHEF YDPIsre 


LOADING THE DISK 


Use the same procedure for loading the TEACHER DISK as give oan 
page <3 for loading the Student Program. (Insert the TEACHER 
DISK. Turn on the computer. If it is on, type RUN "D:MENU" = and 
press CRETURN],. ) 


At the first display, press 2 (TEACHER Program). The 
following display (Fig. 46) will be the next one on the screen. 


THREE R MATH SYSTEM-—A 
PRINTOUT MENU 
RY DAN ROHR COPYRIGHT (C)1982 


1. SCREEN (TV) REVIEW 

2. MINI SUMMARY PRINTOUT 

3S. DETAILED SUMMARY PRINTOUT 

4. INDIVIDUAL PRINTOUTS 3 

S. SCREEN (TV) REVIEW AND | 
MINI SUMMARY PRINTOUT 

6& MINI. SUMMARY PRINTOUTS AND 
INDIVIDUAL PRINTOUTS 

7.- DETAILED SUMMARY PRINTOUTS 
INDIVIDUAL PRINTOUTS 

8. SPECIFIED INDIVIDUAL PRINTOUTS 

9.  TEACHER’S NAME PROGRAM 


19, CLEAR THE FILE 


TYPE SELECTION NUMBER AND CRETURNI 


C Figure 6 Teacher Disk Menu J 


Following is a detailed discussion and various examples of the 
use of each of the above programs. In all of these programs 
you will have to insert the STUDENT DATA DISK when instructed. 
IF the incorrect disk is in the disk drive, you will be told to 
insert the correct one. No infermation ar data will be lost. 


In any program using the printer, be sure that the paper is 
lined up before you start. The program is desiqned so that it 
will automatically space to the top of the page before 
starting the next page. Also be sure that the interface 


module , printer, and printer “on line’ switch are on before 
beginning the printout. 


TEACHER DbDIisre—i. SCREEN ¢ TV > ad ie Me le 


Ry selecting this option you will be able to quickly view all 
ef the records in the student data file. @ basic summary far 
each student record will be scrolled on the screen, To stop 
to examine a record, SIMULTANEQUSLY PRESS the [CCTRLI key and 1 
(number ane). To start again repeat the same procedure, 


At the end of the file you will be told to press C€C RETURN J 
te go back te the printout menu. 


TEACHEF bDIisri—SalmMmMiIine4eo SUMraGarky 


Ry selecting this option you will get a one line summary of 
each of the records on file. This is the quickest way to get a 
hard copy of the information that is on the file. Page Si is 
a short sample of a mini. summary. If the number of correct 
Problems plus the number of incorrect Problems do net add up 
ta the total number of problems, den*t start worrying about 
your computer*s computational ability. Problems not worked 
are not shown on this printout. 


TEACHER PDPISti—S.DPETAILED Suri-1iary 


Ry selecting this option you will receive a detailed summary 
Of each recerd on “(Ffile. This not only includes all the 
information available on the mini SUMMA Y « but also the 
answers to the sample problems that are included on the 
individual student printouts. A sample of the detailed 
Printout summary is given on page 2, 


THREE R MATH SYSTEM-A MINI STUDENT FILE SUMMARY 


REC.STUDENT FROG. RIGHT (4) WRONG(™%) PROR.SCORE TIME TEACHER 


en gr sce Te ee ee ee ee ee eee aa Sees een nn Smee er See em Seta eS esos ee ami e-news “Sew Sas nein asec kes Sv as Ses 


j JOHN DIAPDHE 32(100%) © (0 %) Ra 9270 3 MR. BELL 
< SUE DIAFPDHC 19¢(100%) O (O %) 49 4279 3S MR. RELL 
ms ERISTI ASAFDHC 17¢( 94%) 1 (5 %) 18 - 7R67 & MR. RELL 
4 DAVID PIAFDIC 19( 76%) 3 (23 %) 13 autPF OS MR. BELL 
ra JANET DZAPDID 18(100%) © (0 %) 18 A12e & MRS. JONES 
& STEVE DIAPDID 24(100%) 0 (0 %) 24 B861 3 MRS.JONES 


THREE FR MATH SYSTEM-A STUDENT DATA FILE SUMMARY 


# 1 ERISTI SCORE (2000),..FROQG. (1SERKGC)..NO.PROBR. (20),.SFEED(10)..GOQOAL(S0 %) 
(MRIS. SMITH) PROR.TIME (2 MIN 30 SEC)...TOTAL TIME(S MIM)...SET TIME(10 MIN: 
ANSWERS FOR EXTRA PROBLEMS 1) 40 2) 84 3) 4 4) 3S 3) 84 6) 24 7) 14 §7 36 9) 45 10) 8 
CORRECT : IST TIME: @2@ND TIME: WRONG ' NOT DONE: FROB.WORKET 
1260 “ZA)d1 190050 *)i 2 (19 %)i & (30 4)t 2 (10 “44 Boe 
# 2 STEVE SCORE (6342)..PROG. (FIAKDGC)..NO.PROB. (© ).,SPEED(1®@)..GOAL (SO %) 
(MRS. SMITH) PROB. TIME (lL MIN 10 SEC)...TOTAL TIME(S MIN)...SET TIME(S MIN) 


ANSWERS FOR EXTRA PROBLEMS 1) 42 2) 693 = 3) 222,04) 221) SI) 7) 24) 8) 75 9) 31 10) 411 


CORRECT : 1ST TIME: 2ND TIME: WRONG ' NOT DONE: FROB.WORKEL 
2O(9S 42): 17(80 4)' 3S (14 4' O (0 4ZDE 1 (4 KH) YO OBI 


#3 PAM SCORE (8489) ..FPROG. (PIAKDGC)..NO.PROR. (0 )..SPEED(10)..GQAL (60 %) 
(MRS. SMITH) PROB.TIME(O MIN 40 SEC)...TOTAL TIME(S MIN)...SET TIME(S MIN 


ANSWERS FOR EXTRA PROBLEMS 1) 12 2) 4 3) 9 4) 10 3) 7 6) 3 7) 12 8) 10 9) 5 10) 1! 


CORRECT | iST TIME: 22ND TIME! WRONG » NOT DONE: FROQB.WORKEL 
SO(97 “ZA: BS(94 4H} 1 (2 ds 1 (2 4): 0 (9 4%): S7 
Qe eel ee ee el A ee eed Ded ee BC hel be el Re bet Re eG pe Re hel eat hel he pe 3 pe pel eel be Del bel ee 


TEACHER bDiIse:— 
“} . INDIVIDUAL FRInNTOoOUTS 


Ry selecting this aption you will receive a detailed printout 
of the work that each student did. At first the individual 
printouts may be somewhat Ooverwelming because af all the 
information included on them. This vast amount of informatian 
was included because of the wide variety of people who will be 
using this program. No one individual will be using all of 
the information included. Select that which is applicable to 
your situation and ignore the rest. 


Following are some specific uses that can be made of the 
individual printouts: 


i. Diagnose specific problem areas by checking the student’s 
incorrect responses. 


ae Use the printout as positive reinforcement for the work 
the student just did. 


Ta: 


=. Send the printout home for positive communication with the 
parents. 


4. Have the student work the ten extra problems the computer 
gave him. If the student was having problems, the student and 
teacher could work some of these together to try toe remedy the 
troublesome area. 


Refer to the sample student printout on the next page while 
reading this section. some of the areas of the individual 
Printouts are obvious, while others take some explanation. 
First, the problems with their correct answers are given. 
These are followed by a set of ane, three, or four numbers. 


ONE NUMBER.....(@.g. T=46) This means that 1t tock the student 
Six seconds ta answer the problem. The answer was CORRECT ! 


THREE NUMBERS..... e.g. K17/ T=4/ T=2) This means that the 
student’s first answer of " 17 " was incorrect. It took him 


four seconds to answer it, His second answer was correct and 
1t took him twa seconds ta answer it. 


FOUR NUMBERS..... (e.g. K30/ €63/ T=4/ T=8) This means that 


the first answer, "30" was incorrect and toek foaur seconde. 
The second answer, "63", was also incorrect and took eight 
seconds. The correct answer is always given under the 


problem. 


If a" k* O " appears in the student answer section, this means 


that the time allowed for the problem ran out before the 
student completed his answer. 


In the summary sectian the "score" is Calculated by adding 
points for a FERCENTAGE of the correct answers, subtracting 
points for a PERCENTAGE of the incorrect answers, and then 
multiplying this by a PERCENTAGE time factor. If a student 
gets a score lower than 300, he will be Given a score af Zoo 
on his printout. The maximum score is just under 10,9000, To 
make a valid comparison between program scores the speed 
(password-fourth letter) must be identical. 


If the more conventional system with 100% is desired, the 
percentages of correct, incorrect, etc. are also given. . Also 
included is the number correct on the first try and the number 


correct on the second try, in addition to a number for the 
total correct. 


The "prablem time" in the summary is the amount of time that 
the student was looking at the problem display. This is the sum 
of all the times listed under the Problems. These times do not 


include the time spent looking at a problem after it was missed 
er the time had run out. 


The “total time" in the summary is the amaunt of time the 
student spent on the program from the time the password was 
entered until the final letter and summary appeared. 


The "set time" was from the fifth letter of the passward. If 
the student has exceeded this time, the program would have 
automatically gone to the final letter and Summary even though 
all the assigned problems were not completed. 


Each printout takes from about 1 to = minutes to print. The 
length of time depends upon the number of problems worked, 
The program is designed so that the printer will automatically 
feed ta the tap of the next Page regardless of the number of 
problems worked. He sure that the first sheet is lined Lip 
correctly before starting any printout program. 


The following page is a sample of one student’s individual 
printout. Ry familiarizing yourself with the various parts 
you will be able to quickly select just that information that 
is useful for your program. 


DK NK OK OF OOK GK OK OOK OK HK oR OK RR TST © WK AC OK OK OK HK OK OOK OOK KOK OK 
MERE Aree THE FRORBLErISs wohl Just WORF ED 
Wty OTD A VERY GooupD TOR: 


SS SS SS ee 8 Re ee ie ee ee ee 0 eee ree ee ee ee en wee we ene eee were eres ees eee ee ee is ens cee cogs ms ecm es eee es ne 
——— oe me eee ee ee coe meen cemen moeen -oene mmc cane <anay Same Oa ES meme comes cmme State cemeT sary OAD ED TUN SOD SED SERED SIDES nes SOUND Sie Gets wat ame Soemy Siwy samee cones we SSS SOY Oe Same mn OOS wna memes OES SME Shane Smee Sanee Seer ome See eee eee ee Te SS SS oe ee eee eee ee ee ee ee ee ee oe 


' 1% O18 ' + $ 177% rt Of OF i$ 999) » t 
i ’ 1 3 ' »$ 635 8 bLi 8 22) » $ 100; 1 3 
) » (T=80)) (T2100) + (T= 4)e (T= 40d (7210) (121003 » (T= o)) + {T=10): 
(T= ods CT U0) (T= 2), (T= 2d) (T= Add (Teds (T= ty) (T= 20h tTe O)s (Ts 2b (T= ayt (T= 2b (T= 20) (T= £)t (Te 74 (T2100! 
8; 12; &; 9} 
YC oF k% FX 4X & 
40; 84; 24; 433 
$ $e 195 ’ ' 
$ 3658 9 
(T= 7): (T= 3): : 
(T= 8)) (T= 10) (T= $d) (T= 8s 
* = WRONG ANSWER ---—--- rr nn nn + T = TIME 
SHOW THIS TO YOUR FARENTS AND MRS. SMITH. IT IS GREAT WORK. 
SPA ee a ee Dee ee ed eel ee ed SUMMARY PS ES ee el Be ed eo 


SCORE (2000)....PROG. (I6EKKGC).....FPROB.SET(20).....SPEED(10)....GOAL(60 %) 
PROB. TIME (2 MIN 30 SEC)......TOTAL TIME (S MIN).....-SET TIME (10 MIN) 


CORRECT i 1ST TIME 2ND TIME ; WRONG » NOT DONE PROB. WORKED 

12¢60 %) » L1OC50Q %) i 2 (10 %) i & (30 %) » « (10 4) KX ZO Xx 

Coe eel ee eel pa a SU SU Hat "Gee a pal peal pe a ae a A Se SU OD OS TS Oe 
TOTAL CoRR CT € 1722) SCloReE € 22 tye > 
ex eK KK KOK x Kk K K XK CAN YOU WORE THESE? xx kK ke K KK KX KOK OK x 
(1) Lads Co) {2 3) = (4) Pho 3) 12 (4) a a Y (8) ? ¢€9) 9C1O) 

a ee ee 7 X 38 ¥& 8 xX 4@ xX SX 


TEACHER PISk.—-COMmMEB recs T tor KHRoOGR Arms 


J. SCREEN (TY) REVIEW AND 
MINI SUMMARY FRINTOUT 

S&S. MINI SUMMARY PRINTOUT AND 
INDIVIDUAL PRINTOUTS 

7. DETAILED SUMMARY PRINTOUTS AND 
INDIVIDUAL PRINTOUTS 


The above selections are combinations of the Programs that you 
have gone over. The selection of any one of these will depend 
upon the situation in which this is used. One of the most 
frequently used options is # 6. The teacher can keep the mini 


Summary for his records and give the individual Printouts to 
the students who worked them. 


TEACHER DISK— | 
- SFECIFIED INDIVIDUGAL FRInNToOUTS 


Ry selecting this option you will be able to have just those 
individual printouts printed that you desire. You have to 
ebtain the record number of the individual Printouts fram 
either the "Screen (TV) Review", "Mini summary", or "Detailed 
Summary". Once you have these, run this program, enter these 
numbers following the prompts, and let the computer da the 
rest. Because the records are sequentially stored on the 


STUDENT DISK, this may take a minute or two extra per record 
to run. 


TEACHER DIste— 
> . TEACHER? S NAME FrocGcRArM 


This program needs to be used anly once to set up a file of 
teacher*s names whose students are using the THREE FR MATH 
SYSTEM—-A,. First assign a letter (A,H.,etc.) to each teacher's 
name. On the APX master disks, "YOUR TEACHER" is assigned to 
each letter. Rum this program and fellow the prompts. You 
will be given a letter and the name that is on file with that 
letter. Toa change or revise a file, simply type in the new 
name that you want with a particular letter, This file will 
have to be added ta the STUDENT DATS DISK. Do neat worry, 


the prampts will very @asily “walk" you through the entire 
process. 


TEACHER DISk-— 
Lo. CLEAR THE FILE 


The student data records are stered an the STUDENT DISE. 
After you have obtained the desired printout or TV review, the 


disk should be "cleared". To do this just run option # 10, Re 
sure that you have obtained all the necessary informatian fram 
the records before you run this program. Once it is run, ALL 


RECORDS ARE DELETED! 


CLASSROOM SUGGESTIONS 


One of the primary factors in successfully using the THREE F 
MATH SYSTEM-A is the ability of the teacher to mativate the 
students. After the initial novelty of any drill and Practice 
program wares off,a student left on his own would cease tao use 
ca a This is where your skill and training as an educator 
cames in. Following are several SPecific suggestions for 
getting the THREE R MATH SYSTEM-A set up in your classroom. 


Once you have used it, you will Probably come up with a wide 
variety of varietations. 


Each student shauld have his Own computer folder with a record 
sheet in it similiar to the one on the following page. The 
teacher could fill in ito-—-— 15 Passwords that are appropriate 
for his student’s level. The teacher could use a yellow magic 
marker to mark a box by the Password that the student was to 
use the next time he went to the computer. At the end of the 
day the teacher could run a mini summary and transfer the 
appropriate information to each student’s computer folder. 


TIMED PRACTICE- If this method is used, the FIFTH LETTER of 
each password is set for the same total amount of time (i.e, 


4 minutes). The third letter of the Password is set at "A", 
This leaves the total number of problems open. The goal is to 
see haw many problems a student can work carrectly ina set 


amount of time, 


If a student gets 15 (77?) cerrect he might get an "Expert" 
certificate. If he gets 25 (7???) correct he might get the 
"Pro" certificate, If a student gets a (2???) ero: 
certificates he gets some special type of reward. This puts a 


lot ef emphasis an nat only trying te increase speed, but also 
accuracy. 


NUMBER FPRACTICE- On this a specific number of problems is set 
{(password- THIRD LETTER). The student would attempt to see 


how many of these problems he could get correct. A system 
Similiar to above could be used, 


There are various levels at which a student could compete. He 
can compete only with himself, with a small Group close to his 
ability level, or with an entire class. The advantage of 
using the THREE F MATH SYSTEM—-G is that the teacher only has 
ta select the passwords. The computer generates whatever 
types of problems desired and immediately scores them. Not 
only that, but it also gives additional practice problems! 


An ideal method for using this at the elementary level would 
be to have each student use this program about 3 times a week 
for 3 ta 5S mimutes each session. In most cases it is best to 
avoid Raving a student work oon any drill program such as this 
for more than about 5-10 minutes at a time. short frequent 


Sessions are much better than fewer langer sessions. 


ay ae 


PROGRAM 


11. 


12. 


13. 


14. 


15. 


16. 


17. 


A1APDHG 9/30}/0/2 
A4SAPDH Cc 10/4 | 10/5 


C2APDHC _ {10/9 | 
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This is a sample student record sheet. Fill 
in a box next to the program you want the student 
Age to do with a yellow marker. When it is his turn 


to use the computer, he gets his folder,looks for 


5 of 
eae 
font UR Ry 
| bs e. 


your yellow mark, and they types in his password. 
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At the end cf the day you can obtain a mini 


y) 
es eae 3 
P 


summary printout and use this to enter the number 
the student got correct and the date on each 
student’s record sheet. As you do tiis you can 
mark the next program you want the student to do. 

By using this method there is minimal classroom 


disruption when it is the student’s turn to go to 


the computer. Also very little cf your time is 


spent with recerd keeping. 
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SUMMARY FP OF | US I NG THE 
THREE F riATH SYvYoTeErt 


One of the main advantages of using this program in your 
school system or even your home is the ease with which it can 
be used. 


STEP 1: Insert the TEACHER DISK and turn on the computer 
system. Select 1 (Student Program) from the menu and load it. 


STEP 2: Refer to the “Password Manual" to obtain a 7 character 
password for the type of problems and method (speed, number of 


problems, total time, etc.) of drill you want the student to 
do. 


STEP 3: Usually students will use this program one at a time. 
The student types in his name, password (to abtain the 
specific type of drill you desire), and begins. When the 
student answers the required number of problems or the 
specified amount of time is up, a summary of the student’s 
work will appear on the screen. 


STEP 4: The student then has the option to save his problem 
data for a printout. The program then automatically returns 
to the first display. Everything is set for the next student. 


STEP S: At the end of the day (or period), the teacher can 
then insert the TEACHER DISK. By turning the computer off/on 
(or following the directions on page 23) the main teacher 
Program can be loaded from the first menu. 


STEP 6: Once the printout program is loaded a printout menu 
will appear on the screen. The teacher has eight different 
options with which to obtain the student data on the disk. 
These range from viewing the results on the screen (TV) to 
obtaining a detailed report of each student’s work. 


STEP 7: Once the option has been selected,the teacher will be 
instructed to insert the STUDENT DISK and press [START]. The 
desired program will then be run. At the campletion of the 


program the printout menu with the teacher options will 
appear. 


STEP 8: If all data from the disk is obtained, the disk should 
be cleared by running the "10. CLEAR THE DISK" program from 
the printout menu. This clears the disk so that the previous 


students* results will not contineously be printed on the 
printouts. 


STEP 9: If several different student disks are to be used, 
Simply select the option desired, insert the next student 
disk, and press [CSTARTI. 


STEP 19: There is a gqold mine of informatian on the student’s 
Individual printeaut. By looking at the amount of time it took 


the student to work individual problems and his correct and 
incorrect answers, you will be able to Pinpoint the student's 
strengths and weaknesses. With this information you can 


accurately prescribe the student’s next drill. 


The ten additional problems at the bottam af the Printout can 
also be useful as pracice problems or used Im going over 
difficult areas the student had with the work. 


The mini summary printout and the detailed summary printout 
are useful for record keeping. Most of the information needed 
Will be available on either one of these printouts. 


In everyday practice most teachers will run #6 MINI SUMMARY 
PRINTOUT AND INDIVIDUAL STUDENT PRINTOUTS or #7 DETAILED 
SUMMARY FRINTOUT AND INDIVIDUAL PRINTOUTS from the printout 
menu. The teacher then keeps the summary printout and gives the 
students the individual printouts. The record sheet (page 38) 
is an easy way to keep track of the students’ cumulative work. 
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The following is a "Password Code Manual". It contains the 
informatian necessary for writing the passwords. It should be 
duplicated and given to any teacher using the THREE R MATH 
SYSTEM—A. 


THREE re MATH. SYSoTeri—- A 


FASSwoOoRD CODES 


BY DAN ROHR 


(C) COPYRIGHT 1982 
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AS 
Program 
Letters 


Se CONE eum «see canes scape eID 


First 2 
spaces 


See 
Froblem 
Codes 


THREE R MATH SYSTEM-A 


w, 


No. of 
Problems 


A-Not Set 
R- §& 

C- 10 
D=- 15 
E- 20 
PS 20 
G- 30 
H- 35 
I- 40 
J~- 45 

K- So 
Le so 
M- 690 
N- 65 
O- 70 
P-Z 

(Not Set) 


Ly 
Speed Fer 
Problem 
A-Not Set 
B- 1 Sec. 
CH2 

D- 3 

E- 4 

Be si 

5- 6 

H- 7 

| Ce 

J- 9° 

K- 10 

Ls Lt 

M= 2 

N- 13 

O- 14 

p= AS 

Q- 16 

R= 17 

o~ 15 

t= 19 

U- 20 

Y— FO 

W- 40 

X—- 3d 

Y~- 60 

Lx 2 


— 
Total 
Time 
A-Not Set 
R- 1 Min. 
C- 2 

D> <s 

E~ 4 

Ps 3 

G- 6 

H- 7 

i= 3 

J= 9 

K- 10 

i 14 

M- 12 

N- 13 

O- 14 

P= 15 

Q- 156 

RS 17 

S- 18 

T= 29 

U- 2OoO 

Ve 248 

W- 22 

1 ema 

¥- 24 


PASSWORD CODE KEY 


Fee 
Min. % 
Correct 


A-Not Set 
B= Loy, 
C- 20% 
D— 30% 
E~ 407% 
F= 507 
G- 560% 
H- 7O% 
I- 80% 
J- 9O% 
K- 100% 


=e 
(Not Set) 


7 
Teacher’s = 
Name 


THREE R MATH SYSTEM-A: STUDENT PASSWORD FORM 


ROCCO IGIOGGCCGOCCGGOOO OCC OIC I ISICICIK 
'Diitiii titi cle lite Sect St est ess ess es eeseeceseeseecrrrerrerre ee ss 


KXKKK XX KK X Kx X KK X KxKX KK X KKK KX 
KKX KX KKX XK X KX KX XX KX KX KKK 
KXKKX KK xX KK X KX KXX KKX KxKX KKK X 
KKK KK KK x KK X * KX KK X * XX XX KKK X 


KAKEKK 1 KKKKK 2OKKKKK 3 KKKKK 4 KKKKK SF KEKE SG KEKKK 7 KKKKKK 
FCCC IC GOGO OOOO ICIICIGIOIO OOO OK IIOIGIO GOI 


PROGRAM PROGRAM PROBLEMS SPEED TIME GOAL TEACHER 
START: ss STOPS aia PROBLEMS: SPEED: ss 
Oe a ee GRADE: se 
ON tN a aac te ee td a ROOM: _ 
COMMENTS: 


ADDITION 


PROBLEM FASsSsworp CODE — MINT MEY 
PROGRAM DESCRIPTION 

Alwwnceeesse es Add two 1 digit numbers (numbers from 1-5) 
AzescneeeescoeAdd two 1 digit numbers (sums less than 10) 
Ase neenecee ee Add two 1 digit numbers (all sums Greater than 10) 
A4encneeeeee 2 Add two 1 digit numbers (any sum) 

Ace canneeeeeeAdd a 2 and 1 digit number (no regrouping) 
AGeeennneeeee- Add a 2 and 1 digit number (all regrouping) 
AJ a annseesees Add a 2 and 1 digit number (mixed) 

Blin weceeee ee Add two 2 digit numbers (no megrouping) 

Bee ene ees cena ae Add two 2 digit numbers (all regrouping) 
Bixee ee eee eee eA two 1 or 2 digit numbers (mixed) 

Baw eee eee Ad two 2 digit numbers (mixed) 
Boece e cece eee AUG two 3 digit numbers (no regrouping) 

Bo. eee eceee Add two 3 digit numbers (all regrouping) 
B7eeeeeeeeee- Add two 3 digit numbers (mixed) 

Cla wee eee ee AGW two 2 or 3 digit numbers (mixed) 
Cee ee ee ee AGG three 1 digit numbers (mixed) 

Coa eee eee eee AGM three 1.2, or 3 digit numbers (mixed) 
Caw eee eee ee -AGKM three 1 ar 2 digit numbers (mixed) 

Coe ee eee AGM three 2 or 3 digit numbers (mixed) 


SUBTRACT rTOTr 


FRORLEM FASSsworpD cCoODE— ricer ne la 


FROGRAM DESCRIPTION 

pila eee eee pSUBtract a 1 digit froma i digit number 

D2 <i ncnoe SUbeeaee a l digit from a 2 digit no. (no regrouping) 
Doeeennee A Subtract a i digit from a 2 digit number (regrouping) 
D4..02222.S5ubtract 7, 8, or 9? from a 2 digit number (mixed) 

Doe ee ee ee  SUDtract a 1 digit from a 2? digit number (mixed) 
El.wene es - StBbtract a 2 digit from a 2? digit no. (no regrouping) 
pee eee eee subtract a 2 digit from a 2 digit number (regrouping) 


ESee nee ee  SUBtract a 2 digit from a 


br 


digit number (mixed) 

E44 eee eee sp SUIOtY act a 2 digit from a 3 digit no. (no regrouping) 
Ee eee ee SSUUDtYAaCt a 2S digit from a 3 digit number (regrouping) | 
EGw.seeees-DubDtract a 2 digit from a = digit number (mixed) 
Plenene ee -SUIDtKract a 3S digit from as digit no. (no regrouping) 
Feee ae eee eOUBDKraACt a S digit from a 3 digit number (regrouping) 
Foe en eee sSUBtract a F digit from a Zz digi munber (mixed) 

Foe e eee ee -SUBtract a 3 digit from a 4 digit number (regrouping) 
FS....+...Subtract a 3 digit from a 4 digit number (mixed) 
Foeseeeee -StiDtract a 4 digit from a 4 digit number (regrouping) 


PJ ee ee ee  SUUDtKract a 4 digit from a 4 digit number (mixed) 


MUL TIFPtLicAaAaTirToOr 


ero ert 


r-AaSSNwOoRD CODE— rin xr ke ‘Y” 

FROGRAM DESCRIFTIN 

Gl..2.ne.e-MUltiplication Table 2 
Gee ee ee eMUltiplication Table 3 
G3r.2eeee- MUltiplication Table 4 
G4..e62e62.-Multiplication Table 5 
GS.e.eceee Multiplication Table 6 
G6.c5020e2-Multiplication Table 7 
Hl. ew nene - MUlLtiplication Table 8 
H2.eenee Multiplication Table 9 
HS..00e2ee2Multiplication Table 10 
H4..2022ee/Multiplication Table i1 
Ho. eee ee -MULtiplication Table 12 
Ti.......-Multiplication Tables 2, 3, or 4 

Toeeneee Multiplication Tables 4, 5, or 6 

Soeeeeee- Mtltiplication Tables 6, 7, or 8 
14...2222-Multiplication Tables 7, 8, or 9 
IS.eeee ee Multiplication Tables 7 - 12 
T6é.2e22eee-Multiplication Tables 2 - 12 
JleceeeeeeMultiply a 2 digit by a 1 digit number (2-5) 
Jee.enneeeMultiply a 2 digit by a 1 digit number (4-9) 
SeeeeeeeMultiply a 2 digit by a 1 digit number Cany) 
J4.eeeneeMultiply a 3 digit by a 1 digit number (2-5) 
JSeneeeeeMultiply a 3 digit by a 1 digit number (4-9) 
JGeeneeee Multiply a 3 digit by a i digit number (any) 
Kbe wena ee Multiply a 2 digit by a 2 digit number (10-19) 
KaeeeeeeeeMultiply a 2 digit by a 2 digit number (any) 
Keeecees Multiply a 3 digit by a 2 digit number C10 2205 40) 
K4e.ecn0e2-Multiply a 3 digit by a 2 digit number (11-19) 
Keener ee Multiply a 3 digit by a 2 digit number (any) 
Linwe.eee se Multiply a 3 digit by a 3 digit number (101-199) 
Lee eee ee A Mtltiply a 3 digit by a 3 digit number (any) 
Lee eee es Multiply a 4 digit by a 2 digit mumber (11-19) 
L4eeeene eMultiply a 4 digit by a 2 digit number (any) 
Lene eee -MUlLtiply a 4 digit by a 3 digit number (any) 


rrORLE™M FrAasSsSsworpD Cope — mir mi Tr 
FROGRAM DESCRIFTIOQN 

Nie eecee CP es. ee Divided into 2-32 

ig ae a > e« »« « Divided into 2 — 76 

Me wee. 6 4 . . »« Divided into 4 — 48 

M4 se oye ~ « « »« Divided into 5 - 60 

i a ee Sek te. Ss Divided into 6 - 72 

i foo ee 7 «2 »« « Divided into 7 - 94 

i is ea = a Divided into 8 -- 96 
ae 9 . »« « Divided into 9§ -' 108 
Saas O° -a Divided inta 10 — 120 
N4.0 awe il - » Divided into 11 - 122 

NS Skee ce 1 a ee Divided into i232 - 144 
Pls eee z2- 4, Divided into 8 — 48 

Pe wae we 4- 6. Divided into 12 - 72 

Poo ake S oo" ~ Divided into 12 - 108 

i oe a = Te Divided into 18 - 144 
Oe kse- es ee HS Divided into 8 - 108 

Oe 6 eae 6 - 12 Divided into 12 - 144 

OD wae es 2S £2 Divided into 8 - 144 

BS oe = —- 4 Divided into 100 — 5300 
O26 owas 4- § Divided into 100 - 500 
Oy oboe 5 - 9 Divided into 100 — 500 
O4,. see 9 - 12 Divided into 100 - 50a 
OS wae ase a= 9 Divided into 100 —- 5o0o 
QS 6s oe = -f2 Divided into 100 - 5oo 
oe 2 S Divided into 100 - 999 
Kou a ose 11 - 15 Divided into 100 —- 999 
Roe 6 wae 290 - 40 Divided into 100 -— 999 
Ae Sieas 27-9 Divided into 1000 -— 9999 
Rol eace ee 11 - 15 Divided into 1000 -— 9999 
RiGee 2s -70O - SOQ Divided into 1000 —- 9999 
PUT ae eee JO —- 99 Divided into 1000 — 9999 


DIvIsronm 
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CODE . PROBLEM ° SAMPLE 


O8e MOUS PED CL ORS COLNE EEELS COREE COFEY END BOLLE CORES SERED OUEER GOCE SOEED snawe SRO;S 1eERe bunts eemEn Seeee ences sede couse 


“Tove Seems comes ences coame coven <semy coone comms ume sume atatn <uttr canes eam sane sxaty came euEhe MRED conth SOWUD tou: coven EonES CeNmD SiMTO SOnGO enti eve suupE comme sentb couse seco come smpeD seute seore cama ame 


A i Add two 1 digit numbers 


1 a 
(Numbers from 1 ta 5) ; + I a eee 
A 2 :+ Add two i digit numbers 1 1 9 
H (Sums less than 10) i 1 + © 
A 3 » Add two il digit numbers ra 4 
} (All sums greater than 10) } + & + 2 
A 4 ' Add two 1 digit numbers H < 8 
' (Any sum) + 3 + & 
AS » Add a 2 digit and 1 digit : 11 98 
> nmumber (No regrouping) H ee | + | 
AS ' Add a 2 digit and 1 digit 1i 99 
i mumber (All regrouping) + + 9 
A 7 i Add a 2 digit and 1 digit 20 57 
> Mumber (Mixed) H 2 ee + § 


ma D YD IT TFT fF oo MN 


CODE FRORLEM | SAMPLE 
BR i 4 Add two 2 digit numbers a Be 88 
1 (No regrouping) : +i1 +11 
H 2 1 Add two 2 digit numbers : 19 99 
(All regrouping) £14 eS9 
HS ' Add two 1 or 2 digit ; 1S 99 
i Mumbers (Mixed) H os +87 
RK 4 + Add two 2 digit numbers } z °8 
t (Mixed) +13 +86 
BS | Add two 3 digit numbers 111 798 
: (NO regrouping) i +i1i +201 
RS : Add two 3 digit numbers 1il 999 
‘All regrouping) ' +109 +999 
' => . = 
RK 7 Add two 3 digit numbers 123 999 
(Mixed) +105 +888 


Pe ey eng nt eet gms eon en See ee Ra Ae es Sy Sn Se i i ia he eae ee oe Sa IR a a a a Ca nas gaa ae a 


ma DO Ff a & Er as C1 Fl 


CODE PROBLEM SAMPLE 


Sows comms c8tee eaeew eoene save sesee cance oo. re 


C 1 


; Add two 2 or 3 digit H Lil 888 
> Mumbers (Mixed? H + jl +8988 
med © Add three 1 digit numbers | = 9 
: (Mixed) H 1 9 
1 ' + 3 + 9 
C 3 ' Add three 1,2,0r 3 digit i 15 599 
' numbers (Mixed) H o 497 
H ; +211 +478 
C 4 H Add three 1 or 2 digit 1 2 °8 
: numbers (Mixed) : 13 846 
i ' + fj + 99 
a ; Add three 2 or 3 digit H 1i °8 
H numbers (Mixed) i il 2O1 
: H + ii +989 


i ee — a a hs i af ro Ni 


CODE PROBLEM SAMPLE 

D i subtract a 1 digit number z 9 
from ail digit number . = 4 a 

D2 » Subtract a l digit number 11 99 
i froma 2 digit number — 4 ae 
} (NO regrouping) i =e ae == 

D 3 i Subtract a l digit number 1S °8 
' from a 2 digit number <= 6 eo 
i (Regrouping) i alae <== 

D 4 subtract 7, 8, or 9 from } 17 98 
a 2 digit number } ay = 
(Mixed) om ae a 

DS > Subtract a 1 digit number 1 11 98 
i from a 2 digit number oe = oo 
H (Mixed) : === a 


| 
a 
i] 


i eo ns Ss Lt OO Fi 


CODE PROBLEM SAMPLE 


Sees seme Srene SORES Enver seece aners s2ETe Creme wenBe ¥e. Ae0eD tmPe ce~eR CONES connec EREDe Bence cotee coven senTe ae somes socee ooene canes comme cquey cnene ercen wees sane coume comme Sunes ewan CUES “UTES SOOR? <LI SOULS CORED CONES MURNE CORED OOUEE SEINE sane CeeED S=tUD SURED GONSD catUD <ntuc teemE coves Senet cupee siuEe Monee mn=D unter coun? coum exams 


Et ii 99 


subtract a 2 digit number 1 
from a 2 digit number - 10 = 21 
(No regrouping) . --- ——— 
Ee » Subtract a 2 digit number } x1 88 
' from a 2 digit number = 19 Sey 2 
H (Regrouping) } Sa aera 
i] t 
' $ 
ES ' Subtract a 2 digit number ; 1S = 
from a 2 digit number = 12 = 9 
H (Mixed) = = 
E 4 » Subtract a 2 digit number  } 132 938 
» from as digit number ; a od - 44 
1 (Ne regrouping) } Se Sn 
ES H subtract a 2 digit number : 121 999 
from a 3 digit number } ~~ 12 = FS 
(Regrouping) <a ae me 
ae subtract a 2 digit number zxil 8°99 
: from a 3 digit number = 7 — 69 
(Mixed) res ——— 


woose =e cree swore coeae mee caeen comes eoemn cones ceuey came cuoey cory mane cance samen teens cumle casce enim cue Om come <0UD cate creat simu cutis cee come cases Sime sents stems cowwy <oney eset whe nest aamuD <=” 10ND sth coh cane Gnas ovate coves fnND SOLED SOUND eevee soma sum=y comme semne sults tea eustp ame ensue ean ecmue 


Ss iu FT RR A CO Tr torT; 


CODE FROBLEM SAMPLE 
F i ; Subtract a 3 digit number 111 999 
1 from a 3 digit number } — 100 - 645 
} (No regrouping? , ; mo ote mom mee —~a a 
F 2 H Subtract a 3 digit number aol °88 
i from a 3 digit number } = 19 - 699 
; (Regrouping) H aaa = 
Fo SS © Subtract a 3 digit number |! S15 882 
; from a 3 digit number : ~~ Ji2 - 639 
i (Mixed) a= == 
F 4 © Subtract a 3 digit number } Lis2 8938 
1 from a 4 digit number i —- 1O9 — DST 
(Regrouping) Be ame me a a a a 
Po © Subtract a 3 digit number $$} 212i 7998 
> from a 4 digit number - 111 - §/79 
(Mixed) Pam me a a a 
a) subtract a 4 digit number Po cell IOP 7 
H from a 4 digit number H Shove -1998 
(Regrouping) Bm men a a a a 
F 7 : Subtract a 4 digit number 1123 9867 
» from a 4 digit number —1010 76989 
} (Mixed) Bm a a 


MIL FIP CAT rToOor 


CODE PROBLEM SAMPLE 


= cena oe mem aes seeee ae omen core anes ae Sm mem. connn euane entre erume cenee ent cane, mune. seer canes anan sone cous conte <i weet town aru eatwe <u ssnen sinae soe cintn seen stato weave seat <p eur sen cote sines somes sehen suMn erste santo coms coven suet <—-t comme wuts anuet sence exams exes exes ane 


“ree mene eee eeem cence mse mare caren eoser cena eaann waeun wenn ovary eevee enue coons ounce cee comme same ane ctum eome cusce coma steae coves Sinan amas <EIne einen ewe ettwn cintt cone came summe comms ewww eeewe Gabe Guten cttne conee <INED conse svat comet apum® costs feces ceten ewev sara prane south anus cecee tmmun sums exces exe 


G2 } o*s multiplication table } 1 12 
: : x SS x OS 
i H a -—— 

: 
G 3 : 4*s multiplication table 1 12 
: i x 4 x 4 
SG 4 ; =~ S&S multiplication table 1 12 
} oS x 
GS i 6*s multiplication table 1 12 
H 1 x & : & 
G 6 7*s multiplication table 1 12 
? ; 7 


mone sere comme eee cone couse creme comes comme emma ceree ceepen —enve comme roua cone sanan corey sora soar rium ssean anes seane roses «atte swvan seme stite <omep cern Cums ext SULEP SOND Stet Simm oxen antes samt <mee cme CoOme <uOP sou engi covey cove saves see stam vreim aiuto erte sscmy coves sores sume sass sorte ware sares eons mmmse 


MUL TIF rCAT ION 


CODE FROBLEM SAMFLE 


Ee ee a Tee ee see ae eee Ae eee <a ca ewer ie ob ics aur secs fecal errs smi aa ces oh: i inn ts occ Sbae bw oc ASS “ep aan “Gar iS etna Gace Se ERERe commD see GeenE conee 


ee Tee a See ee ee cee Sate Seem Se Se Same ee ety ea ee sea eee coe Se: nme. sew mrt wae Si Suri an wc nse ne a mec Su‘im ‘nnn ao cn eve eat soa cc cab acd evans esi 


H 2 : 9’? s multiplication table §! 1 12 
H : x 9 x & 
H 3 1 10*°s multiplication table } 19 z 
} i x 1 x 1O 
H 4 i 11*s multiplication table $} 1i 12 
x ] x11 
H Ss 12’ s multiplication table } 12 12 
H H x 1 x12 


“ee or Sener eee ane nae ome come cruem come <aeee coum cover come som comme come stuns comm canes cnet cow coats coun cence aatue amen con come come cose cues <<nG0 rem cuwnt mutt GeMND sum SoanS GINID Sunes neces seem cuedD seme c>siD Come come Conte sureD cree simu sus stew onsee cum cues emma amen ens saves coves amar oceae 


MUL TFEPLIicCAaATIIOor 


CODE PROBLEM SAMPLE 
Ii = S, 3°S, or 475 1 iz 
multiplication tables “2 x 


= come ene eee mem mee eoene eee coum eons cane saree mean crams conse eune come osaee seeee come esnmm cnwe euste eowe cumue canes ctty comin Amn SUD GORD eet <euND cune® COU cwtn sunen cout wee wouee seus? conte ereto seth setae emus aenep sete GOCHD sstee sssst cole sreu> elmer emo eeu sisee sites eeuee somee tase wee mers ace 


I 2 ; 4*s, 23°s, or 6*s5 : 1 12 
multiplication tables : x 4 x & 
| ae 1 6*s, 7°s, or 8's : 1 12 
i multiplication tables i x §& x 8 
t § em coun come re 
I 4 : 7"S, 8's, or 9's : 1 12 
multiplication tables x 7 x 9 
L -S H 7°s through 123’%s5s ; 1 oi 
H multiplication tables } x 7 412 
I 6 } = S$ through i2’s 1 Le 
multiplication tables H x 2 x12 


—_Te soe secee eae seer conse sae cease comm cours creey <oame some come come comm cons aeme camey siete aims coup mee cvsgn some um ames sve come evete cous came cunts seen Grist sims enene samme comm sete Gunes sows sine Sneus crete asin meen conne tee seen samnt sue ome scene sonus conse sane sant eves «tune suse eer ames 


oe 7? ame Coded we aoe 


MULT Ir. rcAatriror 


FRORLEM 


DAMPLE 


eee en eee oon Chews Caume Comm <EDes comms cones sueee Coe Some SURES CUED RUNES COORD CLONE GOEED NELGS CeOCt COENe SEED CEOS ROTH SHORE BARRY SOOED SOEEe Cones GOES CmEMD Scans comne trees emle euESe tates connec muneT snneD ooCd TENTS COED SURED SOERD COEES ORNES canaD GENES couse SOnED cENEED sone: 


Multiply a 2 digit number 


by a l digit number 


eS 


) 


a 


een en et ern age eet ene eng ete ct ce Steet “Tee ene Stam Sea Se Sea Sy eee cme Sra ace we he wn Snes Gee SS nmin ies Ss nonlin eos a divans eeeea ada esa hs 


Multiply a 2 digit number 


by a 1 digit number 


Multiply a 2 digit number 


by al digit number 


(Any) 


(4 - 9) 


Tomes are same crus eum creme evans cone coun come sears qeeuy enaun ennce cane enume couse cocap comes commu cunee soem coun eat came came enwen seu cout sown cultD come Gusee <P qeent cu coca <unD <unND comme <iOeS cute euseD celen cutee saute sums suns sunee sence cece ausee aeute coum ance sane sense cums amen eens comer seem scone emer 


Multiply a 
by al digi 


rei 


number 


digit number 
(2 - 


moe eoewe eoaae_ concn sagen enone crore couse come swore comme cane eames comin comme conse stmms come cate emis cece cones anew scene Smty sent <oune SLEW cine sents wunED conte Snte: “UND GinDO samKD <tETD cumne sraip Soune conte Savne “eHneS sunen céece owes seove omen Coens Calne SeemY outes sane ecenD sents cose amps seus sane Mb stee canun eeumn exes some 


Multiply a 3 digit number 


by a il digit number 


(4 —- 9) 


Some ae ame soame —roue_ mame crane coae cane come nace conse comme ean esses scans smith cores cane cuent cama cates scm <tuch sete anys crue SOUR CUSeE comet cu=mD GO=EP SHOTS smeED UGE seneD Sunt Sane® come cuEED HOLD Goat StIEO GiNND entEe co==t cowED Sun SEND coauD sins count sims comme emeep crab seen erect snes wanes sant comet suse seser eum 


~~ 


Multiply a 3 digit number 


by a 1 digit number 


(ANY) 


soe ee are Sema samee comme nee comme cemeg comme cemut canes conve come conse cou eens cams ome eumme seule wees ame cows <uaca seach cours umn Srwey cuss cenmm sean cums Sean eve “then mimer wena Gnate ccna canes cone rant sues ‘ome cotun couht sctee supne sunns “abn anes eundD witne enter ema cunts sens conn mass <asd couse anes seven exec 


MILT rrr CAT IT Or 


CODE MRORBLEM SAMPLE 

Ki : Multiply a 2 digit number : 11 99 
» by a 2 digit number ; : 1oO x 19 
(19 - 19) -——— ———— 


menses eee eee ee ee mame compe snes come sonee eee cone comme come coon eraan curse ovens seem sonny ciun some seume vewe eume conte cesee conto sive «ute awe cmos cewu Gumus sense sume stew cuete eens conte cetve Sonne sute> GnerD cette cube weuDe sume carte sens cate sees sume some eowny ccare scons cunt ewes earn eco emmy eome 


KS » Multiply a 2 digit number i 11 77 
by a 2 digit number H x 11 x 99 
} (Any) , H | -——— -——— 

ae ©» Multiply a 3 digit number H 121 898 
+ by a 2 digit number ; x 10 | x 9O 
i ( 10, 20, oO), anne ) : ae ad Soo 
} H 

Kk 4 » Multiply a 3 digit number i 123 989 
> by a 2 digit number x ii x 19 
(11 - 19) | --——-— me 

ae ; Multiply a 3 digit number i 1o1 38° 
i by a 2 digit number i x 10 x 99 
(Any) | : === == 


meme emere cane cman exwes_ creme eware roca coare cous coon comme eves same —aaee conme cwuae came eowwy aun cans coum cAnun ome Gite eneae coeme Sue Sane GIO GUNS COORD eoteD conne GtNED MERE (UEES <oUED ane=D SORES oOEEE comes ment seueY SHDED suneD Stowe cneet caus Cus: sel sutmD coves cree suems comns canes camps souDt Sree out owe sume munp enccm 
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MPL TTF ticAT © or 


CODE FROBLEM SAMPLE 


L i » Mulktaply a 3 digit number Lil 729 
+ by a 3S digit number x TO 199 

(101 —- 199) Pm an a ae 

L 2 >» Multiply a 3 digit number 123 893 
> by a 3 digit number x Lil x 999 

' (Any) wt a 

L 3 ; Multiply a 4 digit number 2121 9898 
» by a 2 digit number x 11 x 19 

Cli. — 19) Bam cm mm mm a a a 

L. 4 i Multiply a 4 digit number L123 89°89 
H by a 2 digit number > 11 99 

CANY) Pacem a 

es Multiply a 4 digit number LOO 79389 
x 110 x 699 


by a 3S digit number - } 
(Any) (semen ae cer me 
§ t 
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CODE PROBLEM SAMPLE 


MA | Redivision tbe 12 
(m2 1 sedivisin tie 0) OS AE 
OMS 1 weaivision tablet A ae 
ON | Peaivision tele 1 SB a 
ONS} ee aivisin tablet EE 
ma 1 Pagivision tle 17 OB 
ONT | Ga aivision tele =} 8B aE 
(M2 fe aivistion tablet 99 TORT 
Rt Line = =6f AE 
NAF sue atvain table) AT A 
NS 1 ize division tale |g IE a2 


some corre me omens cence came creme meee comm cae cweme comms eaame coney vow <oaup coum swe wrung ante outa <iuee conse om <ImNh SOR cme Sith comme <ue <ureD ou GLEn Cus Annee conte Smee sere cOnuD cont stelo GEG Gihtms MDG SOOUD CuneY TORSO GORGE =RcLE RED creer “tow ommDS usta wenn eotae ccuce chen amar cums smet sense sates mare exme 


I> 1. 7 fT => - co M™ 


CODE PRORLEM : DAMPLE 


comm +-mme Canes ences eneee coeee moans ~core somes ceawe enume waeee caves conse eoemp coowe anune wonse conne cenne “Hass cuaee eneee COEUR COuDS 9ORED COOL <EEED SURED CIGD SOLES COINS FOES SOURS CUNEO SOLED SND GOCE GOED MONE COUR SONDS GENEH StS SERED GOMES SOCED eDEnE CUES CeOTE Gene cREED GUDED QESED stems weene ontny socey sence cones euecs eabee cemse couby cubeD 


Pt  $ 2-4 divided into 8-48 | 2/8 A /49 
S82. 4 tb eee CO 
(PS 1 6 aiviged inte isos 1 IE 9 ioe 
ts j eine tlt So 
(PS 1 29 divided into S108 | —_ ee 
7 Po: Guz divided into idee) a IE aE 
‘** 1 btheee ClUS 

! 
tk (idee 5 sir se 
@2 | seb divided into 100800 | 4 AB RS 
(85 | &9 divides inte 100-500. | —_ 7 ae ae 
5 G4: 912 divided into 100-500 | 9/08 12 aE 
“8 4 24 dimen ee § ahr oe 


cone emery cmame coors eeuee owere camp conve eaeee coane couse ccoss some coves quae coves sump enane wvune came saeco cules cess come tree sass came coms sues sqmES SnO=S COLGE SO=RH LOND aunt ance cents cue coors cuUmD coune COlOT CO=ES eonen GHEE SEtGD sne=e Sime sree eaten ners cmune Conte comme tne GUNGD emu suunS ‘euED coves come mune seset seems muer 


i> VF OE => Co PJ 


CODE. FROBLEM SAMPLE 
Rl} 2-9 divided into 100-999 2/100, 9/999 
RF 2 | 11-15 divided into 100-999 11/110 15 /990__ 


Se re et enter mre wre moe SRST Sse Sey See se sees Sem en steerer ei Soh tin rua ne eos nh nc cae nS eS cap ma ike ans See Sci ec cca oss ae 


R 3 3 29-40 divided into 100-999 : 29 /100 a £960 
OR 4 129 divided into 1000-9997 1 2/7009 5885 
ORE | Sits divided inte 000-99 1 11 /TTGS” 18/9550 
"& 1 20-50 divided inte 1000-9999 | 20/1050" 50/5355 
“R71 80-99 divided into 1000-9999 | 80 185599 15553 


—— ere ee ame come seme comes em cme rane eave ame cocep come enue cmmea can seme eanm couse rw came ee cosas samy cee <ams cow come suc ene <tewn conse arene esas sees <n <es souty cams wenn oumee onm srur> conte ane cents mateo cum ctece tat caps sacey com eemao cutee ececo ute eum cam cases evar come 
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The strongest parts of the THREE R MATH SYSTEM-4 are the ease 
with which the students can use the Program and the ability af 
a teacher/parent to assign specific types of problems which 


the student can work. There are 101 different types of 
addition, subtraction, multiplication,. and division problems 
avallable. The speed. number of problems, and total time 


allowed can also be controlled. 


The follawing is a Drief description of the different 
letters/numbers used in the password that must be typed into 
the computer to run the main student program. There are seven 
parts to each password. Each part tells the computer your 
specific requests for running a program. 


The student does not need to learn the function of each part 
ef the FASSWORD. He/she simply types it into the computer. 
The computer takes over from there. A detailed explanation is. 
given in the CLASSROOM SUGGESTIONS section on how to set up a 
system in your classroom/home to eliminate much of the 
bookkeeping that is associated with a program such as this. 


FART . DECRIPTION 


1./2. The first two spaces require a letter and a number. 
These designate which one of the 101 programs you want 
to work on. Details are given on the following pages. 


ae The third letter sets the number of problems the 


student is to work. This can range from 5 to 7O or not 
be set at all. 


4, The fourth letter sets the amount of time the problems 
will be displayed on the screen (speed). This can be 
set from 1 second to 90 seconds or not be set at all. 


we The fifth letter sets the maximum number of minutes the 
student is allowed to work on the program. This time 
starts after the student enters his mame and password. 
When the time is up the computer will automatically 
send the program to the final letter and summary even 
if the specified number of problems have not been 
worked. This time can range from 1 minute to 25 minutes 
or nat be set at all. 


Sus 7% The sixth and seventh letters are tobe used only if 
you will be using a printer. If the printer IS NOT to 
be used, type "A" for both of these spaces. The sixth 
letter sets the minimum percentage required to get a 
pesitive response on the printout. The seventh letter 
sets the teacher’s name ta be used on the Printout. See 
the "“Teacher’s Name Program" section for specific 
directians for setting these. 


CLASSFO0MmM SUGGESTIONS 


Qne of the primary factors in successfully using the THREE F 
MATH SYSTEM-A is the ability of the teacher to motivate the 
students. After the initial nevelty of any drill and practice 
program wares oOff,a student left on his oBwn would cease to use 
Lite This is where your skill and training as an educator 
comes in. Following are several specific suggestions for 
getting the THREE R MATH SYSTEM-4Q. set up im your classroom. 


Once you have used it, you will probably come up with a wide 
variety of varietations. 


Each student should have his own computer folder with a record 
sheet in it similiar to the one on the following page. The 
teacher could fill in 10 - 15 passwords that are appropriate 
for his student’s level. The teacher could use a yellow magic 
marker to mark a box by the password that the student was ta 
use the next time he went to the computer. At the end of the 
day the teacher could run aie mini summary and transfer the 
appropriate information to each student’s computer folder. 


TIMED PRACTICE- If this method is used, the fifth letter of 
each password is set for the same total amount of time (i.e. 


4 minutes). The third letter of the password is set at "A ", 
This leaves the total number of problems open. The goal is to 
see how many problems a student can work cerrectly ina set 


amount of time. 


If a student gets 15 (???) correct he might get an "Expert" 
certificate. Tf he gets 25 (?77) correct he might get the 
"Fro" certificate. If a student gets a P23) >: Pro" 
certificates he gets some special type of reward. This puts a 


lot of emphasis an nat only trying to increase speed, but also 
accuracy. 


NUMBER PRACTICE- On this a specific number of problems is set 
(password- third letter). The student would attempt to see 


how many of these problems he could get correct. A system 
similiar to above could be used. 


There are various levels at which a student could compete. He 
can compete only with himself, with a small group clase to his 
ability level, or with an entire class. The advantage of 
using the THREE FR MATH SYSTEM-G is that the teacher anly has 
te select the passwords. The computer generates whatever 
types of problems desired = and immediately scores them. Not 
only that, but it also gives additional practice problems! 


An ideal method for using this at the elementary level would 
be to have each student use this Program about 2 times a week 
for 3 to 3S mimutes each session. In most cases it is best to 
avoid having a student work on any drill program such as this 
for more than about 10 minutes at a time. short frequent 
SESS1i0ns are much better than fewer longer sessions. 
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PROGRAM 


11. 


12. 


13. 


14. 
15. 
16. 


er a 


13. 


19. 


Ez oo oo 
pEZEC OS a a 
10 ft 


1 APDHC 


4APDHC 
CAPDHC 
D> A PD HC 


1APDHC 


ait 
a" 


This is a sample student record sheet. Fill 


in a box next to the program you want the student 


to do with a yellow marker. When it is his turn 


to use the computer, he gets his folder,looks for 


your yellow mark, and they types in his password. 


At the end 


of the day you can obtain a mini 


summary printout and use this to enter the number 


the 


student got correct and the date 


on each 


student’s record sheet. As you do this you can 


mark the next program you want the student to do. 
By using this method there is minimal classroom 
disruption when it is the student’s turn to go to 


the computer. 


Also very little cf your time is 


spent with record keeping. 


é 
s . 
’ 
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PROGRAM 


ay he 


SUMMARY FoR; LISI NG THE 
THREE FF ra TFR SYSTEM 


One of the main advantages of using this program in your 
school system or even your home is the ease with which it can 
be used. 


STEP i: Insert the TEACHER DISK and turn on the computer 
system. Select 1 (Student Program) from the menu and load it. 


STEP 2: Refer to the "Password Manual" to obtain a 7 character 
password for the type of problems and method (speed, number of 


problems, total time, etc.) of drill you want the student to 
do. Fe 


STEP 3: Usually students will use this program one at a time. 
The student types in his name, password (to oabtain the 
specific type of drill you desire), and begins. When the 
student answers the required number of . problems or the 
specified amount of time is up, a summary of the student’s 
work will appear on the screen. 


STEP 4: The student then has the option to save his problem 
data for a printout. The program then automatically returns 
to the first display. Everything is set for the next student. 


STEP Ss: At the end of the day (Or period), the teacher can 
then insert the TEACHER DISK. By turning the computer of f/on 
(or following the directions on page 23) the main teacher 
program can be loaded from the first menu. 


STEP 6: Once the printout program is loaded a printout menu 
will appear on the screen. The teacher has eight different 
options with which to obtain the student data on the disk. 
These range from viewing the results on the screen (TV) to 
obtaining a detailed report of each student’s work. 


STEP 7: Once the option has been selected,the teacher will be 
instructed to insert the STUDENT DISK and press [CSTART]. The 
desired program will then be run. At the completion of the 
Program the printout menu with the teacher options will 
appear. 


STEP 8: If all data from the disk is obtained, the disk should 
be cleared by running the "10, CLEAR THE DISK" program from 
the printout menu. This clears the disk so that the previous 
students’ results will not contineously be printed on the 
printouts. 


STEP 9: If several different student disks are to be used, 
simply select the option desired, insert the next student 
disk, and press (CSTARTI. 


STEF 10: There is a gald mine of information on the student's 
individual printaut. By looking at the amount of time it tock 


the student to work individual problems and his .cerrect and 
incerrect answers, you will be able to Pinpoint the student’s 
strengths and weaknesses, With this information you can 


accurately prescribe the student’s next drill. 


The ten additional problems at the bottom of the printout can 
also be useful as pracice problems or used in going over 
difficult areas the student had with the work. 


The mini summary printout and the detailed summary printout 
are useful for record keeping. Most of the information needed 
will be available on either one of these printouts. 


In everyday practice mast teachers will run #6 MINI SUMMARY 
FRINTOUT AND INDIVIDUAL STUDENT PRINTOUTS or #7 DETAILED 
SUMMARY PRINTOUT AND INDIVIDUAL PRINTOUTS from the printout 
MEM» The teacher then keeps the summary printout and gives 
the students the individual printouts. The record sheet (page 68) 


is an easy way to keep track of the students’ cumulative 
work, 


= 70) oe 


APrFeEnDIr x i 
DUFLICATING STUDENT paATa DISKETTE 


Refore the APX MASTER STUDENT DATA DISKETTE can be used it 
mist be duplicated te a notched diskette. The following is 
the precedure required to do this. This is summerized from 
the "ATARI 400/800 Disk Operating System II Reference Manual". 


HOW TO FORMAT A DISKETTE 


1 Insert the ATARI BASIC language cartridge into the left 
slot of your computer. 


Come} 


<.e Turn the disk drive on. Wait for the BUSY light: toa go off. 


=. Insert the ATARI 810 Master Diskette or any diskette with 
DOS II on it into the disk drive. Close the door. 


4, Turn the computer console on. DOS will load into the 
computer memory. 


J» When the READY prompt appears. type DOS and press (CRETURN]. 
After a few seconds the DOS Menu will appear an the screen. 


6. Type I for the FORMAT option and press CRETURN].. 


fa When the prompt message WHICH DRIVE TO FORMAT appears, 
remove the Master Diskette fram the disk drive and insert a 


BLANK diskette. Close the door, type 1 (one) and press 
CRETURNI. | 


8. When the prompt message TYPE Y TO FORMAT DISK 1 appears, 
type Y and press CRETURN]. The BUSY light will come on and the 
system will format the diskette. 


Ts When the prompt message SELECT ITEM OR RETURN FOR MENU 
appears, the formatting is complete, and you can continue with 
the second part of this operation. 


MAKING A DUPLICATE DISKETTE 


10. TYPE J AND PRESS CRETURN] for the DUPLICATE A DISK option. 


11.When the DUP DISK-SOURCE,DEST DRIVES? appears, type 1.1 
(one,one) and press CRETURN]. 


112A. If you do not have the MEMORY SAVE eptian on your 


diskette, the following will appear: INSERT SOURCE DISK, TYPE 
RETURN, 


12h. If you have the MEMORY SAVE option, the following will 
appear: INSERT SOURCE DISK, TYPE RETURN, TYPE "Y" IF Ok TO USE 
PROGRAM AREA: CAUTION:A "Y" INVALIDATES MEM. SAV. 


ae Insert your source diskette (the APX STUDENT DATA 
DISKETTE) and type CRETURN] ( or "Y" and CRETURN] ). 


BDUFLICATING STUDENT paATA Disk Tre 
(CONT. > : 


14. When the prompt INSERT DESTINATION DISK, TYPE RETURN 
appears and the BUSY liqht on the disk drive goes off, insert 
the destination diskette (the diskette on which you want to 
make the copy) and press CRETURN]. 


1s. Steps 13 and 14 will be repeated several times until the 
diskette is completely duplicated. 


16. When the prompt SELECT ITEM OR RETURN FOR MENU appears, you 
have completed your duplication process. 


17. STORE THE APX MASTER STUDENT DATA DISKETTE IN A SAFE PLACE 
SQ THAT IT CAN BE DUPLICATED AGAIN IF NECESSARY. 


Limited Warranty on Media and Hardware Accessories. Atari, Inc. (“Atari”) warrants to the original 
consumer purchaser that the media on which APX Computer Programs are recorded and any 
hardware accessories sold by APX shall be free from defects in material or workmanship for a 
period of thirty (30) days from the date of purchase. If you discover such a defect within the 30-day 
period, call APX fora return authorization number, and then return the product to APX along with 
proof of purchase date. We will repair or replace the product at our option. If you ship an APX 
product for in-warranty service, we suggest you package it securely with the problem indicated in 
writing and insure it for value, as Atari assumes no liability for loss or damage incurred during 
shipment. 


This warranty shall not apply if the APX product has been damaged by accident, unreasonable 
use, use with any non-ATARI products, unauthorized service, or by other causes unrelated to 
defective materials or workmanship. 


Any applicable implied warranties, including warranties of merchantability and fitness for a 
particular purpose, are also limited to thirty (30) days from the date of purchase. Consequential or 
incidental damages resulting from a breach of any applicable express or implied warranties are 
hereby excluded. 


The provisions of the foregoing warranty are valid in the U.S. only. This warranty gives you 
specific legal rignts and you may also have other rights which vary from state to state. Some states 
do not allow limitations on how long an implied warranty lasts, and/or do not allow the exclusion of 
incidental or consequential damages, so the above limitations and exclusions may not apply to 
you. 


Disclaimer of Warranty on APX Computer Programs. Most APX Computer Programs have been 
written by people not employed by Atari. The programs we select for APX offer something of value 
that we want to make available to ATARI Home Computer owners. In order to economically offer 
these programs to the widest number of people, APX Computer Programs are not rigorously 
tested by Atari and are sold on an “as is” basis without warranty of any kind. Any statements 
concerning the capabilities or utility of APX Computer Programs are not to be construed as 
express or implied warranties. 


Atari shall have no liability or responsibility to the original consumer purchaser or any other 
person or entity with respect to any claim, loss, liability, or damage caused or alleged to be caused 
directly or indirectly by APX Computer Programs. This disclaimer includes, but is not limited to, 
any interruption of services, loss of business or anticipatory profits, and/or incidental or 
consequential damages resulting from the purchase, use, or operation of APX Computer 
Programs. 


Some states do not allow the limitation or exclusion of implied warranties or of incidental or 
consequential damages, so the above limitations or exclusions concerning APX Computer 
Programs may not apply to you. 


For the complete list of current 
APX programs, ask your ATARI retailer 
for the APX Product Catalog 


ATARI’ 
_B VA PROGRAM 
EXCHANGE 


P.O. Box 3705 
Santa Clara, CA 95055 


We're interested in your experiences with APX programs 
and documentation, both favorable and unfavorable. 
Many of our authors are eager to improve their programs 
if they know what you want. And. of course. we want to 
know about any bugs that slipped by us, so that the 
author can fix them. We also want to know whether our 


1. Name and APX number of program. 


Review Form 


instructions are meeting your needs. You are our best 
source for suggesting improvements! Please help us by 
taking a moment to fill in this review sheet. Fold the sheet 
in thirds and seal it so that the address on the bottom of 
the back becomes the envelope front. Thank you for 
helping us! 


2. If you have problems using the program, please describe them here. 


3. What do you especially like about this program? > 


4. What do you think the program's weaknesses are? 


5. How can the catalog description be more accurate or comprehensive? 


6. Onascaleof1to 10. 1 being “poor” and 10 being “excellent”. please rate the following aspects of this program: 


Easy to use 


User-oriented (e.g.. menus. prompts. clear language) 


Enjoyable 

Self-instructive 

Useful (non-game programs) 
Imaginative graphics and sound 


7. Describe any technical errors you found in the user instructions (please give page numbers). 


a 

er rep 

Sieg cea OTT ee ee ee ee ee 
8. What did you especially like about the user instructions? 

Ne ee ee Le ee Se ae ee ee 

a 

a a 


9. What revisions or additions would improve these instructions? 


eS a ee Tee eae Seas SSeS e Saar TSS ES SSS OS SSS Os SUS TTS UU GASSES? 


10. On a scale of 1 to 10, 1 representing “poor” and 10 representing “excellent”, how would you rate the user 
instructions and why? 


SL a a aS SSS SSS SO SSS TOSS ss SS a ssi A SS SS SSUES 


11. Other comments about the program or user instructions: 


From 


ATARI Program Exchange 
P.O. Box 3705 
Santa Clara. CA 95055 


‘seal here} 


STAMP 


